







MORRIS FLETCHER (v.1)





Game Effect:


This Witness may be played during either the Active or Conspiracy Phase, it’s cost paid with RP or CP respectively.  If this card is played as an Active card, add +1 to any Bureaucracy or Subterfuge Skill Check.  If it is played during the Conspiracy Phase, reduce the cost of all Events and Bluffs by 1 CP.





Keywords: Witness, Government


Activators: Active, Conspiracy


Cost: 5 *P





Episode: Dreamland


 


Quote: “My name is Morris Fletcher. I work inside Area 51.” – Morris Fletcher.











MORRIS FLETCHER (v.2)





Game Effect:


Play this Witness to add +1 to any one Subterfuge Skill Check. The cost of this Witness may be paid using CP. Opponents may immediately draw one card from the top of their Bureau Deck when this Witness is played.





Keywords: Witness, Subterfuge


Activators: Active


Cost: 1 *P





Episode: Jump the Shark





Quote: “I-I've got Top Security Clearance. I'm supposed to check-in every month with my former employer. So I skipped a few phone calls. Big deal.” – Morris Fletcher








INSPIRATION OF HEROES





Game Effect:


When this card is played, place one token on each Agent you control.  You may discard this token to add +1 to all Skill Checks that Agent makes during their Investigation Phase.  Only one “Inspiration of Heroes” may be played by each player per game.





Keywords: Event 


Activators: Active


Cost: 6 RP





Episode: Jump The Shark





Quote: ”It means that they're gone...but they live on through us all.” - Scully





IVORY COAST, AFRICA





Prerequisite: Observation 5+  and Alien Investigation 5+ or Evidence Collection 5+.  





Question: You may ask an Affiliation question.  If the answer is Alien, you may immediately ask a Result question.  





Keywords: Site, Multi, Alien Investigation, Evidence Collection, Observation


Activators: Active


Cost: 4 RP





Episode: Biogenesis








VASSILY PESKOW


LRC: n/a	CRC: 5


Health: 5





Game Effect: 


Long Range Combat is skipped.  This Adversary may use Subterfuge and Martial Arts cards.  Only one Agent may be targeted by this Adversary per round of Combat; all other Agents may not attack this Adversary.





Keywords: Adversary, Government, Pawn


Activators: Conspiracy, Result Site


Cost: 8 CP





Episode: Terma





BLACKWOODS, TEXAS





Prerequisite: Medical 5+ and Science 5+ or Evidence Collection 5+.





Question: You may ask a Result question.  If the answer is “Physiological Imbalance”, you may immediately ask a Method question.





Keywords: Site, Multi, Evidence Collection, Medical, Science 


Activators: Active


Cost: 4 RP





Episode: The X-Files movie





THE SIXTH EXTINCTION





Game Effect:


You may play up four Adversaries with Keyword Alien in any one Section (Bureau, Field, or Hospital), ignoring their normal Activators.  All Agents in that Section, regardless of ownership, are attacked.





Keywords: Event, Alien, Apocalypse


Activators: Conspiracy


Cost: 12 CP





Episode: The Sixth Extinction 








THE BLACK CANCER


LRC: n/a	CRC: n/a


Health: n/a





Game Effect: 


This Adversary does not initiate Combat.  Play when an opponent plays a Witness.  The Witness is removed from the game and this card becomes an Adversary with Keywords Alien and Creature, with CRC: 5 and Health: 12.  The Adversary will remain in the Field and attack any Team of Agents sent there until it is negated or killed.  Agents wounded by this Adversary gain Keyword Infected.  If Killer rules are used, an Agent may be the original target instead of a Witness.





Keywords: Adversary, Alien, Virus


Activators: Conspiracy, Site, Witness


Cost: 10 CPs





Episode: Tunguska/Terma





“A WEAK VACCINE”





Game Effect:


Play to negate any card with Keyword Virus.  All Agents in a team where this card is used gain Keyword Innoculated.  If any of the Agents have Keyword Infected it is removed.





Keywords: Equipment, Alien, Healing


Activators: Active, Agent


Cost: 5 RP





Episode: The X-Files Movie





METALLIC SHARD OF UNKNOWN ORIGIN





Game Effect:


Attach to an Agent in the Field.  All Bluffs placed under a Site that Agent investigates are turned face-up and opponents must pay an extra 5 CP for each Events or Adversary they play; the Agent gains 1 damage token each Healing Phase while this card is attached; these tokens may not be removed so long as this card is attached to the Agent. 





Keywords: Equipment, Artifact


Activators: Active, Conspiracy, Agent


Cost: 8 *Ps 





Episode: Biogenesis





PHENYTOIN INJECTION





Game Effect:


Play on any one Agent to negate the effects of a card with Keyword Artifact and remove up to two damage tokens caused by that card.





Keywords: Equipment, Healing, Vaccine


Activators: Active


Cost: 0 RP





Episode: The Sixth Extinction





ROBERT PACTICK MODELL


LRC: n/a	CRC: n/a


Health:  n/a





Game Effect:


This Adversary does not initiate combat.  Agents targeted by this Adversary immediately engage in one round each of Long Range and Close Range Combat.   All Agents are then sent to the Hospital, regardless of their remaining Health.  If there is only one Agent targeted, they immediately gain 3 damage points and are sent to the Hospital. 





Keywords: Adversary, Evolutionary, Creature


Activators: Conspiracy, Motive Site


Cost: 7 CP


Episode: Pusher











TUNGUSKA, SIBERIA





Prerequisite: Subterfuge 5+ and Alien Investigation 5+ or Observation 5+.





Question:  You may ask an Affiliation Question.  If the Answer is Alien or Government, you may ask a Result Question. 





Keywords: Site, Multi, Alien Investigation, Observation, Subterfuge 


Activators: Active


Cost: 3 RP





Episode: Tunguska








ARMED SEARCH PARTY





Game Effect:


Immediately change the Prerequisite of a Site to Subterfuge 6+.  If this card is not negated or the Site cannot be successfully investigated, remove both this card and the effected Site from the game.





Keywords: Bluff, Government


Activators: Conspiracy, Site


Cost: 6 CP





Episode: Nisei





FORCE MAJERE





Game Effect: 


Play this card when an opponent has correctly determined at least two characteristics of your X-File. All players may choose completely new X-Files; these new X-Files must match one characteristic as the original one.  Remove this card from the game.  Only one “Force Majere” may be played per game.





Keywords: Event, Phenomenon


Activators: Active, Conspiracy


Cost: 15 *P





Episode: Tempus Fugit





TEMPUS FUGIT





Game Effect:


All players move their Agents to the Bureau, discard Sites in the play and all attached Equipment cards, and shuffle their Discard Pile back into their Bureau Decks.  All players may choose new X-Files (the new X-File must have at least one characteristic matching the original one), then draw seven cards and resume play.  Remove this card from the game.  Only one “Tempus Fugit” may be played per game.





Keywords: Event, Phenomenon


Activators: Active, Conspiracy


Cost: 15 *P





Episode: Monday





THE ARRIVAL OF LORD KIMBOTE





Game Effect:


Play to immediately change the Prerequisite of a Site to Alien Investigation or Behavioral. Add +1 to the Prerequisite if any Agents assigned to that Site have Keyword Skeptic.





Keywords: Bluff, Alien, Phenomenon


Activators: Conspiracy, Site


Cost: 5 CP





Episode: Jose Chung’s “From Outer Space”





INTERVIEWED BY JOSE CHUNG





Game Effect: 


Play to immediately change the Prerequisite of a Site to Evidence Collection or Observation.  For each Agent with Keyword Believer investigating this Site, add +1 to the Prerequisite.





Keywords: Bluff, Government


Activators: Conspiracy, Site


Cost: 5 CP 





Episode: Jose Chung’s “From Outer Space”








STRETCHING LOGIC





Game Effect:


Play to immediately apply a –1 to all Skill Checks (not including Combat) done at this Site if the any investigating Agent has Keyword Skeptic. 





Keywords: Bluff


Activators: Conspiracy, Site


Cost: 4 CP





Episode: E.B.E. 











A LATE NIGHT VISIT





Game Effect:


Play to immediately apply a –1 to all Skill Checks (not including Combat) done at this Site if for investigating Agent that has Keyword Believer.





Keywords: Bluff


Activators: Conspiracy, Site


Cost: 4 CP





Episode: Jose Chung’s “From Outer Space”








PUBLIC EMBARASSMENT





Game Effect:


Play to apply a -1 to all Skill Checks (not including Combat) made by one investigating Agent with Keywords Skeptic or Believer.  





Keywords: Event, Phenomenon


Activators: Conspiracy, Agent


Cost: 4 CP





Episode: Hollywood A.D.








“WHEN BETTY MET LULU…”


LRC: n/a	CRC: n/a 


Health: n/a





Game Effect: 


This Adversary does not initiate Combat.  Its controller may discard as many Witness cards from their hand as they wish when  they play this card.  Agents targeted by this Adversary take two points of damage for each Witness discarded. 





Keywords: Adversary, Primordial, Phenomenon, Insanity


Activators: Conspiracy, Result Site


Cost:  4 CP





Episode: Fight Club





THE FACELESS REBELS


LRC: n/a	CRC: 10


Health: 8





Game Effect:


Subtract 2 from all damage sources to this Adversary in LRC.  This Adversary cost -5 CP if the targeted Team has Agents with Keyword Infected and will attack that Agent first.





Keyword: Adversary, Alien, Creature, Master


Activators: Conspiracy, Affiliation Site


Cost: 8 CP





Episode: One Son





CONFLICTING VERSIONS OF EVENTS





Game Effect:


Play this card when a Team of Agents has at least one with Keyword Believer and one with Keyword Skeptic.  Apply -1 to all Skill Checks (including Combat) that team undertakes during the Investigation Phase.





Keywords: Event


Activators: Conspiracy


Cost: 4 CPs





Episode: Bad Blood


Quote: “I was drugged!” - Mulder








NOTE: the content of these cards is not authorized by any entity attached to either 1013 Productions or the Fox Network, and is not intended for either public or private sale.  They are a private creation and should not be considered a licensed product of either entity. 


